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Beau  Smith’s 
From  The  Ranch 


Self  Promotion-The  Manly  Way:  Makin' 
The  Internet  Your  Mule. 


Classifieds 


Mitch:  "Storytelling  has  always 


site  of  what  you  are  taught.  Tra- 


drawing  one  thing  and  perfecting 

storytelling  gives.  I  like  landscapes 
and  such,  but  don't  feel  I  am  very 

at  drawing  the  biological  stuff; 


starting  point  but  sometimes  clas¬ 
sic  rules  have  to  be  bent  or  broken 
in  graphic  storytelling. 

Mitch:  "Graphic  rules  are  based 
on  how  we  instinctively  interpret 
the  world  around  us.  If  you  learn 
about  art,  you  learn  about  illus- 


lusion  of  space  in  a  painting,  in 
illustration  you  want  to  put  the 


mechanical  pencils  (.5mm  with  a  2B 
lead  and  a  .3mm  B  lead)  and  a  #3 
round  brush  for  applying  India  ink. 
Today  many  artists  are  using  a  vari¬ 
ety  of  markers  and  pens,  but  Mitch 
feels  that  there  are  advantages  to  a 
brush  that  can't  be  duplicated  by  any 
other  means. 


with  a  brush,  get  th 
shadows.  Remembe 


unrealistic.  You  want  to  try  to  fool 
the  eye  a  little  bit.  I've  never  seen 
anyone  walking  down  the  road 
with  an  outline  around  them." 


Mitch's  drawings  strive  for  that  per¬ 
fect  sense  of  balance  between  illus¬ 
trative  detail  and  the  somewhat 
loose  sense  of  motion  inherent  in 
graphic  storytelling.  Achieving  this 


ating  the  visual  storytelling  in  the 
layout  stage.  Still,  overdoing  the  lay- 

of  the  energy  of  the  drawing. 
Mitch:  "Sometimes  I  don't  lay 


lot  of  time.  It  depends  on  what  the 
I'll  just  draw  a  little  page  up  on 


Mitch  Byrd 


panel  breakdown  and  a  general  Witch  determines  the  placement  of 
idea  of  where  the  characters  are  blocks  on  a  page  depending  on  the 
going  to  be.  I  don't  want  to  spend  needs  of  an  individual  page. 


cause  I  don't  want  to  get  burnt  out 

get  burnt  out  drawing  the  same 
thing  over  and  over." 

"I  tend  to  pencil  fairly  tightly.  If 
you  are  inking  yourself  you  can  do 
extra  things  in  the  inking,  since 
you  are  at  the  last  stage  of  the 


there  for  mood  or  space?  If  you 
want  them  for  space,  you  use  them 
to  try  to  create  a  little  bit  of  layer¬ 
ing.  If  you  want  to  isolate  a  fig- 


the  figure  stand  out.  It  also  de- 


they  are  going  to  be  huge  and 
want  some  thing  more  graphic  so 

small  figure  might  take  on  the 
same  sort  of  pattern  as  the  or¬ 
ganic  shape  of  a  curved  word  bal¬ 
loon.  Patterns  tend  to  associate 


J Mitch  Byrd 


Mitch  has  spent  a  lot  of  time  think¬ 
ing  about  graphic  art  and  how  it  tells 
a  story,  but  he  is  now  ready  to  tell 
his  own  story,  words  and  pictures. 
Do  you  imagine  you  know  what  life 
on  the  road  is  like ?  Think  again. 
Mass  transportation  is  about  to  be 
redefined.  Kings  of  the  Road  is  a 
grand  sci-fi  story  about  o  gigantic 
highway  that  spans  the  world. 
People  live  on  the  road  in  massive 
structures  on  wheels.  Mobile  facto¬ 


ries  stay  on  the  road  to  avoid  taxes. 
Some  people  are  born  on  the  road 
and  are  constantly  moving  their 
whole  life.  How  would  this  change 
people?  For  his  first  major  writing 
project,  Mitch  decided  to  follow  one 
of  the  classic  rules  of  science  fiction 
writing. 

an  idea  and  try  to  figure  out  how 
it  would  affect  people.  I  thought 


base  my  own  attempt  on.  I've  al¬ 
ways  had  a  bunch  of  ideas" 

Too  many?  Mitch  will  sometimes 
spend  time  drawing  out  a  visual  con¬ 
cept  only  to  realize  it  doesn't  quite 
fit  into  the  story,  at  least  not  yet. 

Mitch:  "The  story  can't  be  just 
on  the  humanity  behind  them." 


Mitch  Byrd 


an  important  part  of  who  these 
characters  are." 

"I  want  to  put  a  variety  of  types 
of  people  into  the  I 
per-hero  comics,  after  a  while 
they  all  start  to  look  the  same. 
Rather  than  have  just  the  costume 
to  differentiate  the  people,  I'd 
rather  have  a  variety  of  people 
that  could  be  from  real  world  situ- 


point,  Kings  of  the  Road  will  have  a 
lot  of  mechanical  components.  A 
problem?  Mitch  doesn't  think  so. 


ch  is  enjoying  the  opportunity 
ork  in  straight  science  fiction 
out  the  filter  of  super-heroes. 


Mitch  Byrd 


DINOSAUR  THEORIES.. 

While  Mitch  can  draw  it  all,  he  does  have  a  favorite  subject:  Dinosaurs!  Anyone  who  has  seen  one  of  his 


Mitch  is  remarkably  well  read  on  the  subject  and  doesn't  always  agree  with  current  theories.  He  enjoys 
putting  down  his  own  speculations  in  words  and  pictures.  How  did  T-Rex  use  those  short,  stubby  arms? 
Check  out  Dinosaur  Theories:  Speculative,  Unconventional  Illustrated  Dinosaur  Theories  by  an  Untrained  Arm- 

only  twenty-five  cents  a  story.  In  addition  to  the  above  mentioned  Theories  you  can  read  Sign  Post  on  the 
dissipation  system?  Actually,  I  don't  know.  Better  let  Mitch  explain  the  whole  thing! 
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Tom  Bienbaum’s 

The  Universe  at  Your  Finger  Tips 

Thoughts  on  Scripting  Comic  Books 

MAKING  A  BAD  IDEA 

STODY 


o 


4.  Identify  What's  Good  About  the  Bad  Idea 

and  Play  If  Up. 

Maybe  there's  a  character  or  a  twist  or  an  inter¬ 
esting  location  or  a  gag  -  something  in  the  origi¬ 
nal  idea  that  has  a  little  merit.  Seize  on  it  and 
build  from  there. 

5.  Turn  the  Concept's  Weaknesses  Into 
Strengths. 

Maybe  the  flaws  can  be  played  for  humorous 
effect  (as  when  Keith  Giffen  turned  the  Legion  of 
Substitute-Heroes  into  a  comic-relief  team  of 
bumblers).  Or  maybe  you  can  take  a  tired  old 
cliche  and  put  a  fresh  spin  on  it. 

Cliches  become  tired  and  old  because  they  work 
well  and  get  used  a  lot.  So  a  lot  of  the  biggest 
successes  in  this  business  are  from  people  who 
manage  to  put  an  imaginative  twist  on  a  well- 
worn  idea.  Think  of  how  Superman  led  to  Batman 
and  then  to  Superboy,  Spider-Man,  the  X-Men, 
Dark  Knight  and  The  Watchmen.  The  Fantastic 
Four  happened  because  Stan  Lee's  publisher 
wanted  him  to  do  a  rip-off  of  the  Justice  League 
of  America,  but  it  quickly  became  a  unique  suc- 

6.  Turn  the  Conflict  You  Have  With  the  Story 
Into  a  Conflict  Within  the  Story. 

If  there's  something  that  bothers  you  about  the 
concept,  have  one  of  the  characters  give  voice  to 
your  objections.  Explore  the  different  sides  of  the 
issue  (without  giving  your  side  the  advantage, 
especially  if  your  assignment  is  to  do  a  good  job 
on  the  very  idea  you're  disagreeing  with). 

Whenever  we  wrote  within  a  universe  where  vio¬ 
lence  was  presented  as  a  solution  and  the  "bad 
guys"  were  killed  off  with  relish,  we'd  try  to  add 
touches  that  explored  how  and  why  violent  solu¬ 
tions  never  actually  work  and  in  fact  compound 
the  suffering  and  destruction.  Or  we'd  try  to  put 
a  human  face  on  the  "evil"  character  being  killed 


off  for  the  readers'  pleasure,  to  restore  some  value 
to  the  human  lives  being  depicted. 

7.  Have  an  Out-of-Body  Experience. 

You  may  find  what  you're  being  asked  to  write 
the  most  boring  or  objectionable  material  you  can 
imagine,  but  odds  are  SOMEBODY  likes  this  thing 
you  can't  stand. 

As  a  writer,  you're  constantly  putting  yourself 
in  the  place  of  characters  you  have  nothing  in 
common  with,  so  use  that  skill  now  to  put  your¬ 
self  in  the  place  of  the  people  who  like  what  you're 
being  asked  to  write.  Figure  out  what  they  see  in 
it  and  give  it  to  them.  If  you  can  put  yourself  in 
the  place  of  a  bank  robber,  you  can  put  yourself 
in  the  place  of  a  Sailor  Moon  fan. 

8.  Let  Continuity  Take  a  Back  Seat 

A  lot  of  the  bad  ideas  come  from  trying  to  sal- 

don't  fit  any  more.  Well,  don't  compound  the  er¬ 
ror  by  letting  continuity  concerns  sink  your  cur¬ 
rent  story  too.  Focus  on  the  drama  of  the  story 
you're  telling  and  make  sure  it  connects  before 
you  worry  about  tying  up  those  loose  ends  and 
slavishly  following  the  flawed  story  you're  clean¬ 
ing  up  after. 

If  they  like  your  devotion  to  continuity,  they'll  like 
you  until  they  see  how  you  do  next  month.  But  if 
they  like  you  for  moving  them  with  a  powerful 
story,  that's  something  that  can  last  forever. 

9.  Look  for  Loopholes  and  Openings. 

A  lot  of  times  your  seemingly  crummy  assign¬ 
ment  leaves  a  great  deal  of  wiggle  room  to  turn  it 
into  almost  anything  you  want.  Somebody  in  an 
earlier  issue  could  have  been  lying,  or  in  disguise, 
or  mistaken  about  something  or  maybe  they  just 
changed  their  mind.  Turn  that  really  inconvenient 
facet  of  the  story  you've  inherited  into  a  lie  and 
then  make  that  lie  the  linchpin  of  a  great  new 


jgh  and 


direction  for  the  story.  Just  think  it  throu 
make  it  all  happen  for  a  good  reason. 

When  we  did  a  Legion  story  establishing  the 
history  of  the  hero  Valor,  the  20,h  century  hero 
who  inspired  the  30lh  century  Legion,  for  various 
reasons,  the  story  didn't  come  out  very  well.  So 
when  other  writers  drew  the  assignment  to  do  a 
Valor  series,  rather  than  live  with  the  many  flaws 
in  our  story,  they  just  sort  of  unofficially  regarded 


ours  as  the  legend  that  had  grown  around  the 
character  over  a  thousand  years  and  just  pro¬ 
ceeded  on  with  their  own  take  on  the  character 
and  his  adventures. 

While  I'd  rather  not  have  our  stories  invalidated, 
I  like  the  idea  of  keeping  continuity  in  perspective 
and  letting  the  flawed  stories  subtly  fade  from 
consciousness,  rather  than  have  to  be  accommo¬ 
dated  or  very  officially  expunged  from  the  canon. 
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Drawing  "Table 

Express  the 

Beast  Within 


As  an  artist  in  comics  you  will  often  be  asked  to  draw  animals,  or  the  "animal 
like."  Animals  flying  through  the  air,  eating  grass,  swimming  upstream...  whatever. 
Animals  in  the  distance  doing  animal  things.  But  when  seen  closer  they  become 
beasts,  in  that  we  begin  to  see  what's  behind  those  eyes.  The  anger,  the  fear,  the 
curiosity,  the  rage,  the  fun,  and  so  on. 


When  we  notice  our  own  thoughts  in  the  behavior  of  animals,  we  tend  to  see  those 
particular  animals  as  individuals  and  not  so  much  as  a  species.  That  particular  indi¬ 
vidual  can  never  really  be  human,  and  we  set  it  apart  from  the  others  of  its  kind.  We 
set  it  apart  and  make  it  a  beast. 

Public  television  has  animals,  the  Hillbillies  of  Beverly  Hills  have  critters,  and  we  in 
comics  have  "beasts."  Animals  that  will  be  set  apart  from  the  others,  with  it's  inten¬ 
tions  an  open  book.  If  the  eyes  are  the  windows  to  the  soul,  then  use  the  animal's 
eyes  to  open  the  window.  Use  what  you've  learned  about  drawing  human  expressions, 
add  them  to  the  animal's  nature  and  give  the  reader  an  empathy  for  the  beast. 


"  EXPRESS  THE 
BEAST  WITH  IN!" 


O 


Of  course,  just  because  people  might  empathize  with  the  beast  doesn't  mean 
the  beast  will  empathize  with  people.  There's  a  reason  Bunny  Huggers  hug 
bunnies  -  because  the  Bear  Huggers  didn't  make  it. 


If  the  story  calls  for  a  big  angry  pig,  don't  draw  a  miffed  porker.  Put  a  snarl  on 
the  beast,  put  intensity  in  its  eye,  and  you've  then  put  purpose  to  its  actions  in  the 
story.  Just  like  this  fellow  here  -  big,  angry  Pork  Chop. 


Now,  anyone  who  studies  dinosaurs  knows  the  above  Theropods  aren't  as  accurate 
as  they  should  be,  but  for  the  sake  of  story  the  thrill  of  the  hunt  gleams  a  little  in  their 
eye  and  brings  out  a  little  grin.  Relax,  the  drawing  is  for  comics,  not  the  Field  Museum. 
It's  all  right  to  adapt  for  the  sake  of  your  story. 


But  don't  overdo  it.  If  you  express  the  beast  too  much  you'll  end  up  killing  the 
animal  inside. 


Steve  Miller’s 

How  to  Porsoe 

A  Career  in  Toy  Design 


So,  you  have  decided  that  you  want  to  pursue  a  career  in  comic  art.  Hopefully  by  now  have  figured  out 
that  it  is  going  to  take  a  heck  of  a  lot  of  hard  work  and  practice  to  achieve  your  full  potential.  With  that  in 
mind  you  have  been  sharpening  both  your  wits  and  your  pencils  and  drawing  on  Blue  Line  Comic  Book 
Boards  until  your  drawing  hand,  even  when  relaxed,  forms  a  pencil  gripping  claw.  You  have  an  artist's 
callus  so  thick  on  your  middle  finger  you  can  put  out  cigarettes  on  it  and  feel  no  pain  (the  owners  and 
proprietors  of  Sketch  magazine  in  no  way  condone  the  use  of  tobacco  products.)  If  you  have  been  a  loyal 
reader  of  Sketch,  you  have  already  learned  some  fundamental  directions  on  how  to  get  work  from  comic 
book  companies.  You  read  their  portfolio  requirements  and  draw  your  submission  pages.  Then  you  send 
your  artwork,  worthy  of  hanging  in  the  Louvre  mind  you,  off  to  the  Submissions  Editor,  and  then  you  wait. 
And  you  wait.  And  you  wait.  Then  just  to  break  the  monotony,  you  decide  to  wait  some  more.  Frustrated 
yet?  Suddenly  people  like  your  landlord  and  the  power  company,  and  that  pesky  bursar  at  the  art  college 
are  bugging  you  for  the  money  that  you  supposedly  owe  them.  The  nerve;  don't  they  understand  that  you 


monthly  installments,  or  asthey  prefer  to  call  them 
"loan  payments."  It  is  now  time  for  Plan  B  (inciden¬ 
tally  there  is  a  great  new  toy  company  called  Plan  B 
toys;  buy  all  their  products  in  bulk  and  visit  their  site 

aspiring  comic  book  artist  make  a  little  extra  scratch 
until  the  Wildstorm  guys  wake  up  and  offer  you  your 
own  Cliffhanger  title?  Well  I  am  glad  you  asked.  There 
is  a  wide  range  of  opportunities  out  there  for  you  to 
pursue.  One  thrilling  avenue  to  consider  is  working 
in  (insert  drum  roll)  TOY  DESIGN!!!  I'll  give  you  a 
moment  to  catch  your  breath.  No  really.  I'll  wait  (I'm 
really  good  at  waiting;  lots  of  practice  from  years  of 
freelancing).  Caught  your  breath?  Then  by  all  means 

How  to  pursue  a  career  in  toy  design:  Toys  and 
comics  go  together  like  a  hand  in  glove,  like  Abbott 
and  Costello,  like  Bruce  Campbell  and  zombies.  They 
were  made  for  each  other.  I'm  betting  that  you,  like 
most  comic  aficionados,  have  also  purchased  your 
fare  share  of  plasticized  poseable  simulacrums,  or  in 
layman  terms:  action  figures.  Unless  you  still  believe 
in  Santa  Claus  you  know  these  exquisitely  detailed 


preme  sacrifice  of  coming  in  every  morning  and  en¬ 
during  hours  of  Quake  frag  death  matches  and  gru¬ 
eling  tournament  style  Street  Fighter  competitions. 
We  also  considered  several  movie  properties.  Holly¬ 
wood  is  a  wild  and  wacky  place,  so  each  movie  deal 
we  approached  was  handled  differently  than  the 
last.  Sometimes  we  would  receive  just  a  movie  script 
to  read,  other  times  we  were  invited  to  the  movie  set 


3D  reality.  Once  the  sculpture  is  finished,  it  is  turned 
into  a  silicone  mold.  From  the  mold  an  exact  replica 
of  the  original  sculpt  is  produced  in  hard  resin,  a 
form  of  liquid  plastic  that  sets  up  to  rock  hard  solid- 

matter  how  much  stain  remover  you  use,  I  might 
add)  when  a  catalyst  is  added.  The  finished  resin 
copy  is  called  a  tooling  pattern,  because  that  is  what 
is  sent  to  the  factory,  usually  somewhere  in  China; 
(that  is  why  all  your  toys  say  "Made  in  Hong  Kong"), 
to  make  the  production  molds  commonly  called 
"tools."  The  tools  are  used  to  mass-produce  thou¬ 
sands  of  action  figures  that  often  are  individually 
hand  painted.  Hopefully,  but  not  always,  the  toys 
are  allowed  to  dry  before  being  sent  to  the  packag¬ 
ing  area  of  the  toy  plant.  There  the  action  figures 
are  united  with  their  blister  card  homes  and  ready 
to  be  shipped  overseas. 

All  toys  come  into  the  country  by  sea.  It  usually 
takes  at  least  two  months  from  the  time  a  toy  leaves 
China  until  it  reaches  our  ports.  Then  they  have  to 

to  clear  customs  and  be  checked  over  just  like  any 
other  import,  but  it  is  not.  There  is  nothing  funny 
about  missing  a  warehouse  -to-  department  store 
ship  date  because  a  semi-load  of  Speed  Racer  Mach 
5's  is  stuck  in  customs.  From  the  import  docks  the 
boxes  of  toys  are  either  shipped  directly  to  the  chain 
stores  or  sit  in  a  warehouse  until  they  are  needed. 

Don't  be  mislead.  Collecting  and  playing  with  toys 
is  fun,  producing  toys  is  serious  business.  You  may 
have  noticed  that  businesses  seem  peculiarly  inter¬ 
ested  in  mainly  one  thing:  making  money.  They  have 
to  be,  and  the  toy  industry  is  no  different.  When 
there  is  a  bidding  war  for  a  hot  property  or  negotia¬ 
tions  with  a  manufacturer  have  gone  awry;  things 
can  get  cut-  throat  pretty  fast.  So  if  you  are  of  hearty 
stock  and  willing  to  try  something  a  bit  different  than 
sequential  art,  go  online,  find  your  favorite  toy  com¬ 
pany,  and  get  their  submission  guidelines.  You  too 
can  take  part  in  the  fascinating  and  sometimes  fright¬ 
ening  world  of  Toy  Design. 


COMING  SOON 
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COMICS 


We  carry  a  large  line  of 
comic  book  art  supplies 
including  the  complete  line  of 
Blue  Line  Pro  products. 


We  have  a  huge  selection  of  Manga  art 
supplies  including  nibs,  inks  and  screen 


166  Mf.  Zion  Road,  Florence,  KY  41042 
WWW.COMICS2CARS.COM 


FM  International,  Inc. 

91 3  Stewart  Street 

Madison,  Wl  53713 

608-271-7922 

608-271 -81 43  fax 

WWW.FMINTERNET.COM 

questions@FMIternet.com 


Carring  the  full  line  of  Blue  Line , 
Wholesale  Only. 
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COMIC  BOOK  PROFESSIONALS 


STANDARD  SIZED  COMIC  BOOKS 
(Black  &  White) 

TRAVELER  SIZED  COMIC  BOOKS  (8”  X  5”) 
TRADE  PAPERBACKS 
PROMOTIONAL  POSTERS  and  FLIERS 
TRADING  CARDS 

ARTISTS  CONVENTION  SKETCH  BOOKS 
-TRAVELER  SIZED  (8”  x  5”)  stapled  bindery 
-STANDARD  SIZED  (8  1/2”  X  1 1”)  glued/taped 
bindery 
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ORIGINAL  ARTWORK  FOR  SALE 
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6  issues  $40.00  per. 
Double  Business  Cards: 

1  issue  $75.00, 

3  issues  $67.50  per, 
6  issues  $60.00  per. 


QUALITY  and  AFFORDABLE 


DIGITAL  PRINTING 

WITH  NO  MINIMUMS! 

•  STANDARD  SIZED  COMIC  BOOKS 

(Black  ft  White) 

•  TRAVELER  SIZED  COMIC  BOOKS 

(Black  ft  White  8"  X  5") 

•  TRADE  PAPERBACKS 

•  PROMOTIONAL  POSTERS  and  FLIERS 

•  TRADING  CARDS 

•  CONVENTION  SKETCH  BOOKS 

-STANDARD  (8  1/2"  X  11")  deed  glued/taped  bindery 
-TRAVELER  (S'  X  5")  stapled  bindery 


WILDBLUEZERO 


